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OVERVIEW 




Conception 
Finding Sam Fisher 
Animation Pipeline & Tools 
Everything in Motion 
Animation Contrast 
A l Behaviours 
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SC:B ANIMATION MANDATE 

• Make animation more fluid 

• Return to Stealth Roots 



• Player Choice 


Improved Al behaviours 
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FIRST CONCEPT 


Finding Sam Fisher 



THE REAL SAM FISHER 



Kevin Secours, B.Ed. 

• 30 YEARS EXPERIENCE IN MARTIAL ARTS 

• Russian Systema 

• 6 th Dan Goshinbudo 

• 3 rd Dan Modern Kemp Jujitsu 

• i ST Dan Aki Ryu Jiu-Jitsu 

• INSTUCTOR IN SHAOLIN CHUANSHU 

• Tai Chi and Yoga 


WWW.COMBATSYSTEMAONLINE.COM 
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RE: Sam Fisher Direction - Combat. - Message (HTML) 
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this message on 08/08/2011 10:37 AM. 
Kevin Secours <4 
I Kristian Zadziuk 


Subject RE: Sam Fisher Direction - Combat. 


Riot Shield Demo - Message (HTML) 
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In an ongoing effort to provide you with the most brutal and creative 90 seconds of your day here are some ideas with a riot shield I filmed this morning for you guys. 
Enjoy: 


Kevin Secours, B.Ed 

www.combatsvstema.com 

www.montrealsvstema.com 

http://www.youtube.com/systemacanada 



Sent: Thu 01/09/2011 2:49 PM 
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WHAT WE NEEDED 
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WHAT WE NEEDED... 


Mocap ^ 

Volume of animation 
Grounded movement 
Creative data manipulation ^ 
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Increased animator control 


Memory savings 
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TYPICAL SHOOT DAY 



• Dumber of people on set 

• Clear direction 

• Collaborate • * 
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MOCAP 

"MO-FRAME" 



RAW MOCAP EDITED "MOFRAME" 

USING THE MOCAP AS A TO BUILD ON 

ANIMATORS ENHANCE THE MOVE TIMING AND READABILITY 
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REPLACEMENTS 



Sam Navigation 
Hand to Hand 
Sam Cover 
Misc 
HumanShield 
Mark and Execute 
Door 
NPC 
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ANIMATION BUNDLES 
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Sam Navigation 
Hand to Hand 
Sam Cover 
Misc 
HumanShield 
Mark and Execute 
Door 
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COMBAT Vs STEALTH 


1. Hand to Hand 

2. Navigation 

3. Al Awareness 



HAND TO HAND 
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Abductions 
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Unique animations 
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Unique animations 









HAND TO HAND 



Don't forget... 

Contextual Mark & 

Takedown Execute 




Unique animations 










NAVIGATION 

Hover cat flies low 
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MOVING IMPACT 




To gain the ab*ty to execute 
you need to perform a hand-to- 
hand takedown 
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